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THE MAKING OF TRAITORS GATE 


How it Started... 


(Nigel Papworth is the Concept & Game Designer). It had traveled some 

6,000 kilometers from the printing works in USA to the northern Swedish 
town of Umea. After a cursory reading, the magazine then sat, gathering dust, in 
a bookcase for the next three years. 


| n October 1993,a National Geographics magazine arrived in Nigel’s mailbox. 


In November 1996, Nigel was finished with his work on Daydream’s first title 
"Safecracker," and had been given the job of putting together proposals for a 
follow-up game, when he stumbled across the magazine. On page 36, he found 
the inspiration he was looking for, an article on the Tower of London. 


"The inevitable beginning to any project is asking yourself... What if?" says Nigel. 
The questions we were asking after reading the article were... 


What if we based a game in an actual environment? What if this environment 
was open to the public? What if this environment held a priceless treasure that 
actually exists? 


You know, trying to work out the consequences of it all... would it be something 
that grabbed players’ imaginations? Could existing technology do the concept 
justice? Eventually the germ of an idea began to take shape and a feasible game 
play was born. The big problem was still how to build a computer-generated 
copy of the Tower complex itself. The ambition was to reproduce the feel of the 
weathered stonework and mixed architectural styles, as near to photographic 
quality as time and technology would allow. 


The first step was to visit the Tower and take a few photographs for 
reference. This ended up being 5,000+ photos that systematically documented 
exteriors and interiors of the buildings, and would eventually become part of the 
game play. Photography took two days for eight people to complete, 
executed according to a carefully prepared plan. Everything from large 
buildings to individual leaves was photographed in pursuit of accuracy. 


Back home in Umea, it took Erik a week to sort the photos into a series of 
indexed ring binders. Then the job of creating thousands of matching textures, 
building 1:1 scale models of the interiors and exteriors of the buildings, creating 
characters, and researching sound and music, could begin. 
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Working Days and Nights 


At the end of the project, the raw graphics alone could be measured in Tera 
bytes. All these pictures had to be painstakingly generated in 3-D modeling 
programs. Using the pictures from the actual Tower, detailed information from 
a collection of old books and plans gleaned from second hand bookstores, the 
Royal Archives in London, and even the Internet, the team was able to produce 
scale drawings on a series of vellum overlays of the whole Tower complex. 
These drawings were the reference for all of the wire models produced on 
the computer. 


At the beginning, the modeling work was done by Fredrik, Leif, Ulf, and Nigel. 
About one year into the project, Nigel’s workload pushed him into writing the 
content and fine-tuning the game play. Fortunately, Michael Nahal was able to 
step in and take over both Nigel’s machine and his modeling list. The White 
Tower alone took Fredrik almost six months to complete. The modeling here 
included an exhibition of armor, weapons, and torture instruments. 


Meanwhile, Leif began to create the base characters: soldiers, wardens, and our 
hero "Raven." Raven was somehow dubbed "John" by the team; a name his 
wire-model was to carry throughout the project. Nigel and Fredrik 
eventually succeeded in modeling the Crown Jewels to a satisfactory standard 
without the machines dying every time a render was attempted. 


The workload each individual was given was daunting to say the least. It took 
two years to create not only the environment, but also the thousands of 
connecting walks, the hundred or so interactive moments, the multitude of cut 
scenes, and the start and end movies. 


Meanwhile, Erik and Peter were busy laying the groundwork for the 
programming and graphics presentation in the game. All the movies and 3D 
vistas had to be linked, each connecting angle meticulously worked out (pix plot 
with angles), and each hot spot marked. Erik was simultaneously beginning to 
gather the vast collection of sound effects needed to breath life into each scene. 
These sounds stretched from the squeak of a rat to the explosion of the 
limpet mine. 


The saving grace for all those working through the night was the 50’s Coke 
machine permanently stocked with free ice cold Coca-Cola. There was almost 
a disaster half way through the project when the Swedish branch of the Coca 
Cola Company changed the size of the bottle. They would no longer fit into the 
machine! After a couple of months of intolerable thirst, Daydream’s beloved 
chief of staff, JP found a solution. The Coke machine is now fully stocked with 
Coca-Cola from Denmark! 
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Apart from the core development team of Nigel, Leif, Fredrik, Peter, Erik, and Ulf, 
all the other members of Daydream have jumped in, when needed, and worked 
unswervingly to produce the best possible product for our world wide players. 
JP, Jakob, and Cathrine were helping and supporting partners and media, while at 
the same time trying to keep the company running. Jonathan kept the machines 
running. Jorgen stepped in to ease some of the mounting programming needs 
from Peter. Niklas began to produce the graphics profile and packaging concept 
for the product in association with our friends at Gazoline in Stockholm 
and Umea. 


Eventually, the end was near, and the dreaded bug-hunt began under the 
direction of Debugging General Lasse. 


Technology Behind the Scenes 


The creation process of a game usually starts with the basic wire models being 
modeled on 3D machines - in our case Silicon Graphics Indy’s and O2’s. The 
modeling software used was Alias Wavefront and MAYA. 


After the basic models were built, custom textures had to be generated to give 
the right feel for the individual environments. Working with the Tower photos 
as reference, the textures were generated in Photoshop, Illustrator, and Painter. 
The hardware running these programs was a mixture of PC and Mac, depending 
on the personal preference of the individual modelers. 


When the textures had been applied to the models and lighting had been 
finalized, the pictures were rendered and then sent to Erik who used Live 
Picture Photovista and BBEdit to stitch the whole graphics experience together. 


Meanwhile, Peter took the raw picture material for the interactive scenes, and 
cut and pasted them into functional packets using Macromedia Director and 
Equilibrium Debabelizer. These could then be linked to the appropriate points 
in the navigational graphics. 


Erik applied sound to the walks, scenes, and interactive elements using 
Macromedia Sound Edit and MacPaint. Lasse Lindstrém and Jonathan Harding 
did final testing on both PC and Mac platforms. 


The Adventure Begins... 


After much time and dedication, Daydream is proud to present TRAITORS 
GATE. We all wish you luck on your mission. 
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INTRODUCTION 


raitors Gate is a realistic, non-linear, and logical graphic adventure game. 
There are over 1,200 different paths that lead to various game endings. 
Due to the non-linear nature of this game, this Strategy and Solutions 
Guide does not necessarily take you along the quickest route. It will help you 
complete your mission successfully, while taking you on a path that ensures you 
will experience nearly everything that Daydream Software created for 
your enjoyment. 


Keep in mind that your mission is in real-time. You have a |2-hour time limit to 
"... get in, do the switch, and get out without leaving a trace." This is more than 
ample time to complete all necessary tasks and puzzles. We also suggest that 
you save your game frequently at different points throughout your mission. 


Outfitted with your Personal Digital Assistant (PDA) and backpack filled with 
useful gadgets, the following are the items you will use most frequently: 


* The Tower of London Sewer System Map on page 26-27 
* Camera (PDA) 
* E-mail (PDA) 


For complete descriptions of the PDA functions and equipment, please review 
the PDA and Mission Equipment sections of the game manual on page 12 
and 19. 


About the Guide 


+ Save your game frequently at different points throughout the game. Bolded 
and italicized text denotes saved games. 

* Inventory items are always capitalized throughout the Strategy and Solutions 
Guide (i.e. Grapple, Limpet Mine). 

+ Use the game manual in conjunction with the Strategy and Solutions Guide. 


We wish you luck on your mission. 


Traitors Gate” g 


MISSION BRIEFING: U.S. Embassy - London 


ou enter a private auditorium where a Pentagon official awaits to brief 
Yr on your secret mission. Using a three dimensional model of the 

Tower of London, he points out the different buildings you will need to 
gain access to, and the place you will rendezvous with the S.E.A.L. team at the 
end of your mission. 


You must meet all 4 objectives to successfully complete your mission. 


Objective #1) Take yourself into the Tower as a normal tourist. Hide yourself in 
the White Tower. 

Objective #2) Circumvent the Security Systems and take yourself into the 
Waterloo Block. 

Objective #3) Replace the targeted items with replicas and activate the tracking 
devices. 

Objective #4) Get yourself and the target items back to Traitors Gate where you 
will be picked up. 


Equipped with only a few small items, you pull your designer Armani angora 
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OBJECTIVE #41: 


Take yourself into the Tower as a normal tourist. 
Hide yourself in the White Tower. 


White Tower: Ground Floor 


Broom Closet 


You have hidden yourself in a broom closet in the White Tower. Click on the 
GPS button on your PDA, and then click "Access." Using your keyboard, enter 


your code name. 
Code Name: RAVEN 


Turn around and click on the brown cardboard box on the second shelf. Take 
the WD40 spray can and the yellow industrial Flashlight. Click on the box again 
to put it back on the shelf. You have taken all that you need in here. Leave the 
closet and enter the First Room. 


First Room 


Explore this room and proceed towards the roped off area. Open the yellow 
toolbox by clicking on the lock. Take the Bolt Cutters, but leave the hammer 
behind. Click on the lid of the trunk to close it. 


Turn around and find the room beneath the staircase. Note the locked gate. 
Beside it is oxy-acetylene equipment. Do not be tempted to use the automatic 
gas lighter with this equipment to create a torch. This will prevent you from 
completing your mission successfully. Head back in the direction of the broom 
closet. Go through the door beside it. This will take you into the Second Room. 


Second Room 


Explore this area and find the well. It is located on the left side of the room and 
will take you into the Tower of London Sewer System. Click on the round knob 
to open the gate. Use the Bolt Cutters you took from the toolbox to cut 
the padlock. 
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Note: To use an inventory item with another object, click and drag the item 
from inventory and drop it on the item you want to use it on/with. 
(See page 10 of the game manual.) 


Click on the gate to climb down into the well. Don’t worry about the Bolt 
Cutters when they fall. It will be very dark so you need to use your Flashlight. 
Drag the Flashlight from inventory and drop it in the middle of your screen to 
turn it on. Now dive below the water. You will surface in a control room in the 
sewer system. 


The Tower of London Sewer System 


For your convenience we have provided you with a complete map of the Tower 
of London Sewer System on page 26-27 of this guide. Your current position is 
the Well Exit. 


Well Exit (VV) 


Neither the compass nor the map in your PDA will work in the sewers. The 
"W" marks the position of the well. 


Your task is to locate the backpack hidden for you by the S.E.A.L. team. The pack 
contains specialized equipment and the fake regalia fitted with the tracking 
systems. Proceed from "W" to "ME" on the map. 


Locked Sluice Gate (*) 


Before you reach the backpack, you will a locked sluice gate. Be careful! The 
gate alarm is armed. You will see a small green box at the top of the gate. Take 
the Multi-Tool from inventory and double-click on the bottom right corner to 
select the slot screwdriver. Use it to remove the screws. 


Now, take a piece of gum and place it between the contacts. This will prevent 
the alarm from sounding. Move away from the small green box and go to the 
box on the wall. Press the green button. The gate will unlock. 


I Traitors Gate” 


Retrieving the Backpack 

Once the gate is open, continue ahead and retrieve the backpack. But, be 
careful! If you go too far, you will fall off the ledge to your demise. As the map 
depicts, the pack will be on your right, sitting on a little shelf in the wall. Refer 
to the Mission Equipment section (page 19) of the game manual for complete 
descriptions of each piece of equipment. 


Save your game as get pack. 


Orientation —-The Tower of London Sewer System 


Seeing that you will be spending a lot of time venturing through this 
underground maze, the following is for orientation and recognition purposes. 
You should save your game before you leave any of the exits. You will need to 
refer to the Tower of London Sewer System Map on page 26-27. 


Explore each stop to familiarize yourself and discover which exits are attached 
to each building. In some cases, you may leave by one exit and return by another. 
The following are the exits you may explore: 


* Moat Exit (1) 

* Beauchamp Exit (2) 
+ Devereux Exit (3) 

* Hospital Exit (4) 

* Wakefield Exit (5) 


MOAT EXIT (1): 


Go to the Moat Exit represented by "I" on the map. Eventually you will come 
to a gate, but it will not be locked. Click on the handle and continue through. 


Before you go up the ladder to the 
surface, save your game as moat exit. 


You will surface next to the moat that 
surrounds the Tower. It isn’t deep, so 
you may wade through it in a clockwise 
direction around the building. If you go 
across the grass in the opposite 
direction, the security guards will 
catch you! 


Soon you will locate Traitors Gate. This is where you will rendezvous with the 
S.E.A.L. team after you have successfully completed your mission. 


Keep going until you leave the moat and cross the lawn. Go under the bridge 
and turn right. You will see a set of stairs that you may go up. It is safe to go 
through the door. 
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BYWARD TOWER — STOREROOM: 


Once inside, go up the spiral staircase to the left of the entrance. You will 
emerge at a small corridor with two doors you cannot open and a large window. 
Click on the window to get a closer view. Open the window by clicking on the 
bottom left corner. 


Across the way, you will see a tower and an oblong window with a ledge below 
it. This is where you want to go. Before you proceed any further, save your game 
as shoot grapple. 


Take the Crossbow from inventory 
and attach the Grapple (also in 
inventory). Now aim the Crossbow 
out the open window at the target 
as pictured below: 


Double-click to shoot the Grapple. 
If you miss your target, the security 
guards will be alerted and you will be 
captured. If you are captured, load the game labeled shoot grapple. 


Use your Rope-Lift by dragging it from inventory and dropping it on the rope. 
You will see yourself zoom across the line into the oblong window. 


QUEENS TOWER —TOP ROOM: 


While exploring the room, locate the door that leads to the spiral staircase. Go 
down the stairs and enter the circular room to your right. Look around this 
area, but don’t go too far. We will be visiting this room again. 


If you open the door at the opposite end of the hall, you will discover an office. 
Turn around and you will see that you have come from a secret passageway. 


At this point, load the game labeled moat exit and go to "2" on the map. Along 
the way, you will encounter another gate. It will not be locked either, so you 
may open it and continue through. 
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BEAUCHAMP EXIT (2) and DEVEREUX EXIT (3): 


You will soon discover that you may enter by the beauchamp exit and leave by 
the Devereux Exit, and vice-versa. 


Before you go up the ladder to the surface, save your game as beauchamp exit. 
You will surface in a garden. Watch out for the soldier and Beefeater. Go quickly 
through the door on your right. In the center of the room, you will see a display 
cabinet. To the left of the entrance you will see ancient 
graffiti etched into the wall. 


Explore this area including the passage beyond the unlocked barred gate. You 
will come to another door, which leads to the service area of the Devereux 
Tower. When you enter, note the spiral staircase, but don’t go up or down them. 


After you have investigated the service area, use the Fire Exit that takes you into 
a courtyard. If you go down the first set of steps and turn right immediately, you 
will see the sewer cover for the Devereux Exit. If you continue straight ahead 
and down the second set of steps, you will reach a locked entrance to the 
Waterloo Block. 


Climb back down into the sewer using the Devereux Exit, then save your game 
as devereux exit. Now make your way to "4" on the map. Remember, you are 
currently at "3." 


HOSPITAL EXIT (4): 


Before you surface, save your game as hospital exit. Once you climb out of the 
sewer, you will see the door to The Old Hospital Block. Look around... but be 
very careful. You will see a security guard sleeping in the corner. Don’t get too 
close or you'll wake him up. 


Go back down into the sewer the way you came and go to "5" on the map. 
Along the way, you will encounter 2 gates. Both will be unlocked so click on the 
handle to continue through. 


WAKEFIELD EXIT (5): 


When you come to the bottom of the 
Wakefield Exit ladder, save your game as 
wakefield exit. You will surface in a 
small dungeon-style chamber. The door 
leads to a spiral staircase. Go up the 
stairs to the first level. When you open 
the door, you will find an ornate throne 
and roaring fire. Continue up the spiral 
staircase to the second level. 


Traitors Gate" It 


Click on the door handle and cross the parapet into the Lanthorn Tower. After 
you have examined the displays, go out the other exit and cross the next parapet 
to the Salt Tower. 


Explore the room then go up the spiral staircase to the heavy wooden door. Do 
not touch the alarmed barred gate. Open the door and continue up the steps. 
Cross the parapet to the other tower and go in the door up ahead. 


Use the door opposite the static display of the guard reading and go down the 
steps. You will recognize the Hospital Exit. Save your game as old hosp. block. 


Continuing Your Mission — Queens House 


Now that you have familiarized yourself with the various exits and buildings, it’s 
time to collect the items you'll need to complete your mission successfully. 
Load the saved game labeled beauchamp exit then make your way through the 
sewer system to the Air Vent ("AV" on the map). 


The air vent looks like a small grid window set into the wall on the left side. 
Climb out onto the ledge and save your game as air vent. Above you will see 
two windows. You want to gain access to the bay window on the right. 


Use your Crossbow and Grapple to shoot the line just above the railing of the 
bay window. You want the Grapple to 
hook onto the railing. 


Use the Rope-Lift once 
the line is securely in 
place. Remember, if you 
miss the railing the 
security guards will be } 
alerted. If you are caught, 
load the game labeled 
air vent and try it again. 


Queens House — First Room 


ade Key 


You have entered the Governor’s Quarters. If you followed the 
"Orientation — The Tower of London Sewer System" on page 12, you will 
recognize this room. Look around and find the book lying on the coffee table. 
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Inside you will find a three-pronged Jade Key required to unlock a small chest. 
You don’t need to pick-up the Mahjong piece. 


Chinese Number Character Sheet 


' 


If you click on the grandfather clock, you will notice that a secret passageway is 
revealed. Save your game as clock before you explore this whole area. You 
should recognize where you are. 


Once you have finished exploring, go through the door beside the chess table. 
Go up the stairs and open the door in front of you. Find the table with the two 
drawers and lamp at the far side of the room. Open the drawer on the right 
and take the Chinese Number Character Sheet. You don’t need anything else. 
Click on the drawer to close it. 


Bronze Key and Yellow Cylinder 


Leave this room and go to the locked room next door. Insert the Green Key 
Code Analyser Card into the slot on the access panel. Then use the decoder to 
generate the pass code (see page |5 of the game manual). It will take about a 
minute for the decoder to crack the code. 


The code is: 1418 


Enter the code and then open the door. Once inside, go to the table to the right 
of the far window. Open it and take the Bronze Key and the Yellow Cylinder 
with a notch in it. You don’t need anything else, but if you take the parchment, 
you may experiment with your camera (see page 16 of the game manual). 


Using the PDA Camera 


Back away from the table, then click and drag the parchment from inventory 
onto the main screen. Switch on your camera by clicking on the middle button 
between "pda" and "gps." When the green camera marks show, take a picture 
of the parchment by clicking on the icon. 
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Camera eon) 


This picture is automatically relayed by e-mail to ORPHIA at the Pentagon, 
where a team of experts is standing by to analyse photographs and other 
materials for you. After about a minute you will receive an e-mail reply with a 
translation of the parchment. It is wise to do this with all documents you find, 
including display boards and information panels. Click on the camera button 
again to turn it off. 


Coat of Arms Puzzle 


Go to the panel with the coats of arms on it, to the right of the table. Click on 
the coat of arms with 3 embossed English roses below, to get a closer view. 


Solution: 
|. Click on the top left rose once. 


2. Click on the top right rose once. 


3. Click on the bottom rose once. 


You will hear a "click" when the puzzle is solved. Continue to the portrait on 
your right and click on the tiny lever on the left side of the frame. A safe is 
revealed. 


Portrait Puzzle 


Rotate all the wheel pointers until all three are pointing at the harps on the blue 
background. Then use the Bronze Key to unlock the safe. 


Take the following items: 


* Computer diskette 

* 2 slim, oblong keys with the smooth sides 
* The base metal key with an Oval Loop 

* The Stainless Steel Key with a round loop 
* The Stainless Steel Key with an Oval Loop 
* Red Handled Key 

* Crabb & Sons Door Codes Card 
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Close the safe and proceed to the doors along the same wall. Open the door 
and enter Anne Boleyn’s bedroom. 


Chinese Box Puzzle 


Find the locked trunk and use the small Stainless Steel Key with the Oval Loop. 
Click on the Chinese box in the trunk. Use the Jade Key to unlock the number 
mechanism then click on the box for a close up view. The code required has 
6-digits. 


If you photograph the portrait to the left of the wardrobe, ORPHIA will tell you 
that the portrait is of Anne Boleyn painted for her execution. The date given is 
the 4th of May, 1536. The riddle leads you to the 6-digit combination. 


The combination is: 451536 
4 ih; 


Go back to the trunk and take out the Chinese box. Use the Chinese Number 
Characters Sheet as a guide. 


Once the combination is set and the chest is opened, pull back the silk cover 
and take the White Security Pass with the green crest and blue square on it,and 
the code for the Main Vault Door: 7241. Both of these items are very 
important. You don’t need the PIN Code Generator (it looks like a blue 
calculator), as we will be using another one. This one is labeled 7G-00001 and 
the one we need is 7G-00003. 


Go back down stairs to the First Room where you came in. Remember; do not 
to go all the way downstairs. 


Exit this room through the door opposite the clock. Climb out the window at 
the end of the corridor and go through the gate, then stop immediately. Save 
your game as before ice-dart. 


Raleigh’s Walk 


Ice-Darts 

When you move forward you will see a soldier on patrol below. You need to 
temporarily immobilize him. Take your Crossbow and load it with an Ice-Dart 
(select one by clicking near the tip). 
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When the soldier walks to the left and stands still, aim very carefully at the back 
of his neck and fire. If you shoot him while he is under the tree, he will turn 
around and shoot you. If you miss, reload and try again. 


When you succeed, turn around, close the gate, and photograph the 
information board. It contains a clue you will need later. Then go to the door 
at the opposite end of the walkway. Save your game as after ice-dart. 


Entering St. Thomas’ Tower 


While still facing the door, turn to your right to face the Queens House. You 
will see a building with a window that has a missing pane of glass. Use your 
Crossbow with the Grapple and aim at the darkened section. If you aimed 
correctly, you will automatically be taken across the line on 
the Rope-Lift. 


St. Thomas’ Tower 
Explore the area and photograph the display panels if you would like to know 


more about the historical building. Then, from the window you came in, turn left 
and go through the bare wooden doorframe. Find the trunk containing 
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Sir Walter Raleigh’s artifacts. All four sheets contain real historical background. 
You can photograph them if you like but it’s not necessary for completing your 
mission. Back away from the trunk to close it. 


Turn left and go up the spiral staircase to the first door. Open it and proceed 
to the door at the end of the short corridor. 


Wakefield Tower —- Throne Room 


Open the door. You have entered the Throne Room. Go to the trunk to the 
right of the throne and use the Picklock. Jiggle it in a circular motion until the 
trunk opens. Click on the screw in the top right corner, holding the tapestry 
in place. 

Take the Latin Map, and then click on the panel to close it. Look into the bottom 
of the trunk and take the Ring Pull-Handle. Then click on the empty bottom of 
the trunk to close it. 


Take the map out of inventory and photograph it. ORPHIA will send you a 
translation. Leave the room through the exit to the right of the fireplace. 


For orientation purposes, open the gate and go down the steps. Do not click 
on the alarmed gate! Open the wooden door and enter the small dungeon-style 
chamber. You will recognize your surroundings as the Wakefield Exit to the 
sewer system and the room that leads to the Easter Egg Passage. 


Go back up the spiral staircase, past the alarmed gate, to the top floor. Open 
the wooden door and walk across the rampart and into the Lanthorn Tower. 


Lanthorn Tower 


Play the regular tourist and take photographs of the panels, especially the panel 
entitled, "RECREATION." This is a hint to one of the later puzzles in the game. 
Follow around to the other side of the displays and use the other exit. Walk 
across the rampart and into the Salt Tower. 
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Salt Tower 


Again, take photographs. To the right of the other exit is a special panel with a 
hole in it. Use the Multi-Tool in the Phillips 
screwdriver (top right) position to remove 
the protective Plexiglas cover. Then, use the 
Yellow Cylinder with a notch in it as a key. 
Take the parchment and photograph 
it immediately. 


Back away from the panel and go up the 
spiral staircase on the left. Go out the 
wooden door, up the steps, and cross the rampart to The Old Hospital Block. 


The Old Hospital Block 


Top Floor 


Take a look of the static display and look around a bit. Unfortunately, Henry VIII's 
walking stick and the secret passage are located in the White Tower where you 
began your mission. Remember this; it will be useful later. 


Exit this area through the door opposite the static display (once through, the 
door self-locks and you can’t get back in). Go down the stairs to the 
ground floor. 


Ground Floor 


Go through the heavy wooden door. Make note of the sewer exit, as you will 
need to use this route again shortly. Save your game as sleeping guard. 


Proceed with caution. Go to the end of the corridor and turn left. You need to 
take the ring of keys off the guard’s lap. Once you've got them, REMAIN 
TOTALLY STILL. If you turn around, he will wake up. Don’t move a muscle until 
he stops making noises and settles back into a deep sleep. 


Once it’s safe, turn around and open the metal door at the end of the hall. It 
will take you into The Red Room. 
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The Red Room and The Green Room 


As soon as you enter The Red Room, you will see a wooden door 
immediately to your right. Open the door and enter The Green Room. On 
your left, you will see a metal door with an access panel. You may insert either 
the Green Key-Code Analyser Card or the White Security Pass. The access 
code is on "The Crabb & Son Door Codes Sheet" you picked up. 


Hospital Secret Computer Room 


Once inside, notice the metal boxes on the wall. These are Surveillance 
Equipment Boxes. You will be returning to them later on in the game. 


C) 
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At the far end of the room, you will see a cylindrical door with a red arrow on 
it. Click on the arrow and enter the cylinder. Press the red arrow again. This 
is the secret computer room. 
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Take the 5_" floppy diskette sitting on the desk, to the right of the mouse pad. 
If you manage to start the computer up, it will begin generating a random CODE 
and then prompt you for a KEY that you presently do not have. Return to the 
Green Office. 


Security Boss’ Office 


Explore the room and go to the wooden door with the access panel. Use either 
the Green Key-Code Analyser Card or the White Security Pass. The access 
code is listed as "Door 2" on the same "The Crabb & Son Door Codes Sheet." 


The code is: 2341 


CRABB 
& SONS 
With compliments. 
Please find enclosed the codes to the newly 
installed door locks. 
Door 1....8733 
Door 2....2341 
After reading this and commiting it to memory 
we strongly suggest destroying this note. 
On behalf of Crabb & Sons 
Yours T.J. Petherbridge. 


Once inside the Security Boss’ office, go to the desk and find the photograph of 
the boss’ son. Click on the picture. A PIN code will be revealed. 


The code is: 9910. 


Click on the Gadget sitting to the right of the pen and paper. Click on the green 
button. You must enter the code (9910) using your keyboard. You will then be 
presented with 3 options: 


nes 
NI Telephone Numbers 
Appointments 
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Click on the green switch again to turn off the Gadget. Go to the bookshelf in 
the corner of the room and make sure you are standing directly in front of it. 
You are looking for a book, that when clicked on, will reveal a secret 
door handle. 


This book is sitting on the third shelf from the top, in the right half of the 
bookshelf, and it is the first book in the row. You will know it is the correct book 
because the cursor will change into a forward pointing arrow. 


Once you find the correct book, click on it and you will reveal the door handle 
in a secret compartment. Click on the handle and the entire right side of the 
bookshelf will open up into a small room holding a safe. 


Secret Safe Room 


Take the Audio-Sensor from inventory and place it on the safe. In conjunction 
with the audio box in the PDA, the Audio-Sensor acts as a stethoscope to pick 
up the different sounds. Wherever the audio box shows maximum disturbance 
waves, it indicates the correct numbers required to crack the combination. 


The combination is: 314 
* From 10, turn the dial counter-clockwise to 3 


* From 3, turn the dial clockwise to | 


* From |, turn the dial counter-clockwise to 4 


* Pull the handle 


Take the following items from the safe: 


* Tshaped key 

* Note: Super-User name (looks like graffiti) 

* Note: Devereux computer: Super-User = Sir Walter's birth & death 

* Note: Super-User name - Elenor’s Brother the Chess Master 

* Note: PIN Code Generator instructions 

* PIN Code Generator (looks like a blue calculator and is numbered 7G-00003) 
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Close the safe and return to the Hospital Exit (4). Recall that once you exit The 
Red Room you must turn left at the sleeping guard, and then go through the 
door on the right, at the end of the hall. Be careful not to wake the guard! 


Back to the White Tower 


Return to the Well 


Follow the sewer system from the Hospital Exit (4) to the Well (W). Return to 
the ground floor of the White Tower to the renovation site. Go back to the 
locked barred gate under the stairs that you noted at the beginning of the game. 
Now that you have the key to this gate, it opens as soon as you click on 
the handle. 


Go up the spiral staircase, ignoring the alarmed gate. If you click on it, the guards 
will be alerted. Go up to the next level and continue straight ahead into the 
exhibits hall. You may explore at your leisure and even take pictures if you like. 
Notice the animation showing The Building of the White Tower. 


After a good look around, head to the Chapel. It is straight ahead if 
"The Building of the White Tower" animation is on the right. Save your game as 
enter chapel. 


The Chapel 


Head towards the altar following the pillars on the right. Stop when you are 
behind the altar. Find the only Candlestick without a candle in it and add it to 


inventory. Continue to walk around behind the altar. Pause and keep a cautious 
eye out for the Beefeater. When he appears, follow him. Eventually, you will lose 
him in the next room. 


Keep walking forward, crossing to the other side of the room, and then turn 
right. Continue walking forward with the wall on your left, until you see an 
unusually small door. Open the door and go up to the next floor. 
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ToweR Or Lonoon Sewer System Map 
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King Henry VIIl’s Walking Stick 


Open the wooden door on the left and do not click on the alarmed gate. Take 
a few steps (click once) down the long corridor and go through the first opening 
on the right where you see the cannon display. 


Walk across the room in the direction of the wall of barrels, and stand in front 
of the silver rod attached to the wall on the right hand side. This is King Henry 
VIII's walking stick. Drag the Candlestick from inventory and place it over the 
stone bracket to the right of the stick. An old wooden staircase is revealed 
which leads to another area of the sewer system. You'll soon discover that 
the rungs aren’t very sturdy. Don’t worry; you'll walk away with a couple of 
minor bruises. 
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OBJECTIVE #Fe: 


Circumyent the Security Systems and take yourself into the Waterloo Block. 


The Waterloo Block 


Secret Sewer Passageway 


Use the yellow Flashlight. After going forward two nodes (or clicks), you will see 
a red brick wall on your left. Ignore it for now. Keep going forward (six more 
nodes) until you get to a spiral staircase. Go up the steps until you encounter 
a rusty bolted door. Use the WD40 spray on the bolt. 


When you open the doors, you will notice a wooden wall. Click on it and then 
enter the room. You are inside the Waterloo Block. This is where the regalia 
are housed. 


For orientation purposes, explore the ground floor but don’t go up the stairs. 
Go through the door with the fire extinguisher beside it. Make note of the 
elevator along the corridor, but don’t get in it. 


Return the way you came. Click on the book on the shelf (the cursor will turn 
into an arrow), but DO NOT close the secret door. Use your Flashlight again 
and go back down the spiral staircase to the red brick wall. Save your game as 
red wall. 


Limpet Mine 


Make sure that you are facing the red brick wall and you are as close up to it as 
possible. Take the Limpet Mine from inventory and place it on the wall. As soon 
as the mine is switched on, you must get as far away from it as possible. There 
is a 40 second delay on the timer. You may either head back in the direction of 
the spiral staircase or in the direction of the wooden steps. 
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Now, switch the mine on by clicking on the green button. The mine will start to 
beep. If you are not able to get away in time, load the saved game labeled 
red wall, and try again. 


After the explosion, go back to the wall to assess the damage. The hole will be 
big enough for you to fit through. Refer to the sewer map on page 26-27. 
You are at "R" and you need to make your way to the Beauchamp Exit at "2" on 
the map. 


Back at the Beauchamp Exit 


Ancient Graffiti 


Save your game as graffiti before you surface from the Beauchamp Exit. 


Watch out for the soldier and Beefeater standing at the top of the stairs. 
Quickly go through the nearby door on your right. As you enter, to your left 
you will see ancient graffiti engraved on the wall. You will recognize it from the 
note with the Super-User name you took from the safe. 


Photograph the graffiti, and while you are waiting for ORPHIA to reply, start 
making your way back to The Old Hospital Block. You may either return the way 
you came via the sewer system, or more interestingly, you can explore the long 
passage beyond the unlocked barred gate. We'll call this the "scenic route." 


If you choose to use the sewer system, you may continue on page 3! "The Old 
Hospital Block." 
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The Scenic Route 


Continue through the passageway beyond the gate. The door to the Devereux 
Tower is straight ahead at the opposite end of the long corridor. Once you 
enter, you will recognize your surroundings. Do not go up the spiral staircase. 
The guards will catch you. Use the Fire Exit that takes you to the courtyard. 


For orientation purposes, go down the steps, keep going forward, and then go 
down the other set of steps. When you continue forward, you will reach an 
entrance to the Waterloo Block. Just make note of it for future reference. If 
you choose, you may go inside and look around. You are able to enter because 
you already took the key from the sleeping guard. You will discover a heavy steel 
vault. At this point, you still need to find the vault combination. 


Retrace your steps back to the Devereux Tower, but instead of going into the 
Devereux Tower, go to the Devereux Exit to the left of the stairs leading into 
the tower. Somewhere along the way, ORPHIA will have informed you that the 
top line of graffiti in your photograph reads "EXTREMA." It has the necessary 
7 letters required for the Super-User name. 


Now, you must return to The Old Hospital Block and use the hospital computer. 
This is a long trek as you have to make your way from "3" to "4" on the sewer 
system map. Save your game as extrema. 


The Old Hospital Block 


Understanding the Security Arrangements 


To refresh your memory, go through the door and head down the familiar 
hallway. Be careful not to wake the sleeping guard! Turn right and enter the 
door at the end of the corridor. Once inside The Red Room, open the door on 
the right to enter The Green Room. Insert either the Green Key Code Analyser 
Card or white security card, and then enter the door code. 


The code is: 8733 


Once inside, click on the red arrow on the cylinder door and enter the secret 
computer room. 


Click on the computer to turn 
it on. A random CODE will 
automatically be generated. 
You will need to use the blue 
PIN Code Generator labeled 
7G-00003. 
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STEPS: 
|. Enter PIN number 9910 and press ENTER. 


2. Enter the randomly generated CODE that appears on 
the computer screen and press ENTER. This will 
generate a KEY code. 


3. Using your keyboard, enter the KEY code. 


4. Also using your keyboard, enter the Super-User name 
"EXTREMA." Press ENTER. 


5. You will be presented with the SYSTEMS and DOOR 
CODES menu. 


DOOR CODES: 
From the Main Menu, select "Door Codes." The information is classified by 
security center: 


1. DEVEREUX (Devereux Tower) 
2. HOSPITAL (The Old Hospital Block) 


1) Devereux Security Center 
The Devereux diagram reveals that the entrance/exit door is governed by two 
codes. 


* Entry Code: 0042 
+ Exit Code: 2400 


You will also notice that there is a code for a "box" on the diagram. This is a 
Surveillance Equipment Box inside the security center. (It resembles a fuse box.) 


: 0936 


The code 


2) Hospital Security Center 

The Hospital diagram shows a plan of the ground floor of The Old Hospital 
Block, along with the two door codes you already have (8733 Hospital Secret 
Computer Room & 2341 Security Boss’s Office). 


SYSTEMS: 

Click on the arrow at the bottom of the computer screen to exit back to the 
security computer's Main Menu, and then select "Systems." This information is 
classified into three sections: 


I, SYSTEM I (Security specific to the Devereux and Hospital security centers) 
2. SYSTEM 2 (Security for the whole Tower of London complex) 
3. SYSTEM 3 (Security specific to the Waterloo Block) 
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The six boxes down the left side of the screen represent the different forms of 
security. You may click on each box to discover the following: 


Box |: Telephone Link 

The red dot on the left under SYSTEM | is the Devereux 
Py Tower and the one on the right is The Old Hospital Block. 
Box 2: Movement Sensor 
~ Any movement within the protected area will automatically 
»)) trigger an alarm. Under SYSTEM I, note the cluster of six 
4 green squares in the middle. These are the regalia vaults. 


Box 3: Body Heat Sensor 


These alarms will detect body heat, which in turn triggers 
Eq the alarm. 


Box 4: Pressure Pads 
If any of these pads are stepped on or something falls them, 
Eq the alarm is triggered. 


Box 5: Alarmed Doors 


This is straightforward. An example of this is the alarmed 
door beneath the stairs at the beginning of the game. 


Box 6: Video Surveillance 


Under SYSTEM |, the two purple squares are Surveillance 
Equipment Boxes. They are the nerve centers for the video 
cameras. It is vital that you deactivate these to continue 
your mission. 


Pay special attention to SYSTEM 3,as this is where the regalia are housed. Note 
the red spot on the right. This is another security center close to the actual 
regalia vaults. 


Shut down the computer by clicking on the arrow and stepping away from the 
computer. It is recommended that you save your game so you may re-check the 
security codes at any time during the game. However, you will have to re-enter 
the PIN, CODE, KEY, and PASSWORD. Save your game as security system and 
exit the computer room. 
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Deactivating the Surveillance Equipment 


The Old Hospital Block 


It is now time to deactivate the video surveillance equipment so you may enter 
the Devereux Security Center. As you exit the secret computer room, you will 
see two Surveillance Equipment Boxes on the left wall. Open the first box on 
the left by double-clicking on it. 


Inside, there are seven Video CAMISYS sockets and one Link V/C socket on the 
right. You will need to use your Scart-Adapter (see page 26 of the game manual) 
on each of the Video CAMISYS sockets. 


STEPS: 


|. Drag the Scart-Adapter from inventory and place it 
on the first socket. 


2. From the PDA, activate the Video Equipment 
(see page 12 of the game manual). Drag the Scart- 
Adapter from inventory and place it on the 
second socket. 


3. Repeat until you have placed the Scart Adapter on all 
seven sockets. 


Sockets | to 5 show external video surveillance, while sockets 6 and 7 show 
blank screens. Your DLU (Digital Loop Unit) will fit into the Link V/C socket 
but you don’t need to use it yet. Close the surveillance box by backing away 
from it. 


Now, open the Surveillance Equipment Box on the right. Repeat the steps listed 
above. You will discover that sockets |, 2, 6, and 7 show blank screens and 
sockets 3 to 5 show internal video surveillance of the Devereux Security 
Center. Here is where you will need a 60 second window to by pass the guards. 
Socket 4 shows the spiral staircase you will be using to get to the 
security center. 


Place one of the two DLUs on the Link V/C socket and switch it on. Close the 
box by backing away from it. Save your game as surveillance. 


Leave The Old Hospital Block via the sewer system. You must make your way 
from the Hospital Exit (4) to the Wakefield Exit (5). 
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The Wakefield Tower 


Secret Easter Egg Passage 


You will surface in a small dungeon-style chamber. (Those of you who 
completed the Tower of London Sewer System Orientation will recognize 
the following.) 


For orientation purposes, face the door. To the left of the door a ball and chain 
will be hanging from a hook. As you continue to your left, you will see a stone 
support beam and then another hook and a set of leg restraints. 


Follow the line from the leg restraints to the bottom of that wall. You will find 
a brick with a peg sticking out of it. Take the Ring-Pull Handle from inventory 
and place it on the peg. You will open a secret passageway referred to as the 
Easter Egg Passage. 


You will need to use the Flashlight. Go down the stairs until you see an alcove 
on your right. Explore inside and find the cubbyhole with two pieces of 
parchment sitting on the ledge. Take a photograph of the parchments so 
ORPHIA may decipher them for you. 


Exit the alcove and continue to your right to the end of the passage. Go up the 
steps, but before you continue, save your game as easter egg2. 


Push the stone and walk out into the hallway. You will recognize that you are in 
the Devereux Tower. 


Devereux Security Center 


Read the following carefully before you continue. 


You must enter the security center without being seen by the guards. Bearing 
in mind the time restraints on the Limpet Mine "puzzle," this next puzzle is the 
only other critically timed puzzle in the game. This part of your mission involves 
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locating the oxygen storeroom, which is in a room just past the security room 
door. Beware! This room is also under surveillance. 


To avoid detection, you need to close off the oxygen supply to the Inner Security 
Control Room and fill it with Isoflurane, or "knock-out gas." You already have 
the Isoflurane in inventory. Once this is done, you may easily enter the control 
room, however you will need to wear your Gas Mask at all times to achieve this. 


DLU Tracking Unit 


Remember, the DLU is activated. You can remain stationary in video camera 
view for a maximum of 60 seconds before the 
security alarm goes off. Use your Compass/DLU 
Cover (see page 18 of the game manual) to activate 
the DLU Tracking Unit, which will sound a useful 
warning signal. It will indicate to you that you that you 
must temporarily move to a new location before 
the security alarm goes off. It is vital to work 
relatively quickly, and when the DLU Tracking Unit 
sounds, leave what you are doing and go to different 
location immediately. 


Test the DLU Tracking Unit now so you are able to recognize the warning signal 
when it sounds. 


STEPS: 


|. Click on the button to reveal the Compass/DLU Tracking 
Unit. 


2. Move the switch to the DLU position on the right. This 
will activate the DLU Tracking Unit. 


3. After 30 seconds, you will hear the warning signal. You 
have 10 seconds before time runs out. 


Gas Mask 


Put on your Gas Mask by dragging it from inventory to the center of the screen. 
(This is also how you take the mask off.) You will know that the Gas Mask is on 
when you hear yourself breathing loudly. 


Click on the inventory arrows on the right to bring the Isoflurane gas tank 
around. This will make it easier for you to grab when the time comes. Save your 
game as gas mask. 
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Infiltrating the Devereux Security Center 

With your Gas Mask on, Isoflurane gas tank at hand, and DLU Tracking Unit 
ready, go up the spiral staircase and continue straight ahead. Ignore the locked 
door in front of you. Turn around and go to the end of the room, passing the 
Inner Security Control Room on your right. Peek inside to see the guards 
at work. 


The second door on the right is the oxygen storeroom. The door is red and 
has a "No Naked Flame" notice on it. Save your game as oxygen store and read 
the following carefully before you proceed. 


STEPS: 
|. Open the door and then set the DLU Tracking Unit. 


2. Enter the oxygen storeroom and quickly note the 5 
oxygen cylinders on your right. 


3. Go to the machine at the far end of the room. 


4. Inspecting the machine, you will see it has 5 sections, 
each corresponding to an oxygen cylinder. 


5. The first control on the left operates the first oxygen 
cylinder, and so on. 


6. By this time, the DLU Tracking Unit may send you an 
alert signal. Leave the room immediately. Wait until 
the DLU Tracking Unit resets to "00" and then return 
to the machine. 


7. Close to the bottom of the control panel are the 
AUTO/MANUAL/OFF switches. 


8. Turn OFF all switches except the one in the middle. 
This one should be set to MANUAL. 
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9. Click on the escape valve (gold disc) so it turns 
counter-clockwise. The hissing oxygen will stop and the 
gauge will plunge to zero. The machine is set. 


10. Back away from the machine and immediately save your 
game as gauge. (If you do not complete the puzzle 
in time, you can load this game and continue from 
Step II.) 


11. Position yourself in front of the middle oxygen cylinder. 
Click on it for a closer view. 


12. Drag the Isoflurane Tank from inventory, onto the 
screen. 


13. Click on the neck of the middle oxygen cylinder. A lead 
will connect both the Isoflurane Tank and the oxygen 
cylinder. 


14. Click twice on the red knob of the Isoflurane Tank. The 
pressure on the gauge should drop to zero immediately. 
You are now safe. (If it does not, repeat steps 8 to 14.) 


Back away from the cylinders and leave the oxygen storeroom. Look through 
the Inner Security Control Room window. The guard will be unconscious on the 
floor; therefore, you won't be able to see him. 


The Inner Security Control Room 


Insert the White Security Pass into the access panel. 


The code is: 0042 


You can turn the DLU Tracking Unit off if you want, but leave your Gas Mask on 
for obvious reasons. 


Once inside, explore the room. You will see a green binder on the desk. When 
the hand cursor appears, click and drag each page to the back. You will find 
another PIN Code Generator numbered 7G-00002. You must now find the PIN 
code that activates the generator. 


Find the stove. Open the square coffee tin in the cupboard below. The PIN code 


will be taped to the lid. 
The code is: 5723 El 
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Deactivating the Security System 


Before you continue, save your game as deactive ss. 


Go back to the desk and click on the computer to turn it on. A random CODE 
will automatically be generated. You will need to use the blue PIN Code 
Generator labeled 7G-00002. 


STEPS: 
. Enter PIN number 5723 and press ENTER. 


. Enter the randomly generated CODE that appears on 
the computer screen and press ENTER. This will 
generate a KEY code. 


. Using your keyboard, enter the KEY code. 


. Also using your keyboard, enter the Super-User code 
15521618. Press ENTER. 


. You will be presented with the SYSTEMS and DOOR 
CODES menu. 


The Super-User code was written in one of the notes you took from the 
Security Boss’s private safe. It refers to Sir Walter’s birth and death. Recall the 
photograph you took of the board on Raleigh’s Walk. Sir Walter’s birth and 
death dates are 1552-1618. Therefore, the Super-User code is 15521618. 


DOOR CODES: 
DOOR CODES | The Door Codes are the same as the ones you 
accessed on the Hospital computer. Click on the 
arrow at the bottom of the computer screen to exit 
back to the Main Menu. 
SYSTEMS: 
SYSTEMS Select the "Systems" option. It is similar to the 
Hospital computer however, you are able to activate 
(A) or deactivate (DA) parts of the security system. 


Go through each System and deactivate as many 
security systems possible. If you deactivate the wrong one, you will be captured. 
For example, click on the SYSTEM | tab and then click on the Telephone Link 
icon. To deactivate this security system, click on the DA button in the bottom 
right corner. You will receive a "DEACTIVATED" message. Click on the second 
security system Movement Sensor, and so on. 
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Deactivation Table: 


SYSTEM I SYSTEM 2 SYSTEM 3 
| Deactivate | Deactivate | Deactivate 
2 Deactivate i 2 Deactivate 


3 Deactivate i 3 Deactivate 
4 Deactivate i 4 Deactivate 
5 Deactivate i 5 Deactivate 
6 Deactivate 6 Leave ACTIVATED 


Leaving number 6 on System 3 activated should remind you that the two purple 
squares are Surveillance Equipment Boxes. So far, you have only 
tampered with one set of surveillance boxes. The other set of boxes are in the 
sewers and is marked "B" on the map. 


Turn the computer off by clicking on the arrow and backing away from it. There 
is a locked cabinet in the room. You need to take the keys to the cabinet from 
the belt loop of the unconscious guard. 


When you have done so, go back to the locked cabinet. Take the key from 
inventory and insert it into the lock. Inside, you will see a locked box with a 
Blue Handled Key. To retrieve the key, you must enter a 3-digit combination. 
Recall the door codes on the Hospital computer. One of the codes is 0936. 
Leave off the zero and you have the 3-digit combination. 


The code is: 936 


i nei emt 


Click on each dial to set the correct combination, and then click on the gold bar. 
You may now take the Blue Handled Key. If you examine your inventory, you 
should have a Red Handled Key as well, and according to the box you just 
opened, a third key completes the set. 


Leave the cabinet and exit the room. You must insert the White Security Pass 


and enter the exit code. 
The code is: 2400 


Go back down the spiral staircase and then exit through the Fire Exit door. 
Go down the stairs into the courtyard before removing the Gas Mask (click 
and drag the mask from inventory onto the screen). Save your game as 
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to surv. boxes. Use the Devereux Exit (3) to proceed to the Surveillance 
Equipment Boxes (B). 


Deactivating Surveillance Equipment Box #2 


Click on the Surveillance Equipment Box on the right. The deactivation 
procedure is the same. To refresh your memory, the procedure is listed below. 


STEPS: 


. Drag the Scart-Adapter from inventory and place it 
on the first socket. 


. From the PDA, activate the Video Equipment (see 
page |2 of the game manual). 


. Drag the Scart-Adapter from inventory and place it 
on the second socket. 


. Repeat until you have placed the Scart-Adapter on all 
seven sockets. 


Sockets |, 2,6,and 7 show blank screens; sockets 3 and 5 you will recognize as 
the external office of the Devereux Security Center, and socket 4 show the 
spiral staircase you just descended. 


Open the Surveillance Equipment Box on the left. Repeat the steps listed above. 
You will discover that sockets | to 4 show internal video surveillance of both 
the close and immediate vicinity of the regalia vaults. Sockets 5 to 7 show 
blank screens. 


Place the last DLU on the Link V/C socket and switch it on. Close the box by 
backing away from it. Save your game as regalia surv. 


The Main Vault 


Go back through the sewers to the Devereux Exit (3). Once you surface, cross 
the courtyard and go down the steps to the Waterloo Block. You will recognize 
this area from earlier in the game if you took the "Scenic Route." 
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Enter the gift shop and go to the vault on the left wall. This door aes to the 
regalia vaults. You have already found the code for this vault as it was locked in 


the Chinese box. 
The code is: 7241 


STEPS: 


I. Click on the first yellow button, and then click on the 
dial to set it to 7. 


2. Click on the second yellow button, click on the dial to 
set it to 2, and so forth. 


3. Once the code has been set, click on the handle of 
the safe to open it. 


Continue through to the other end of the room and find the other vaulted door. 
The code is the same (7241). Go through the wooden door in the connecting 
room. You should recognize your surroundings. Find the elevator and open it 
by clicking on the green button. Once inside, take the Slim Flat Key from 
inventory and insert it into the round gray slot. Press the LV button, which will 
take you to the Lower Vault. 


Turn left when you exit the elevator and enter the small closet. Look inside the 
burgundy Garrouds & Garrouds Box on the worktable. Take the two notes in 
the small compartment. Only one of them has crucial information. 


"Access Codes to Holding Boxes 
In Vault = 
The Total Sum of..." 
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Exit the small closet and go down the corridor as far as the plant stand. You 
cannot proceed any further in that direction because there is a guard in the 
glassed in security control room. One step further and you will be captured. 
Turn around and go back down the hall. 


The Washroom 


You need to get past the guard to gain 
access to the Lower Vault. Open the 
washroom door on your left. In the left 
corner, you will see a bucket, mop, and 
corrugated door, which lead to a small 
supply closet. Enter the supply closet and 
find the bleach box on the top left shelf. 
Click on it to get a closer view. Click on 
the bleach box again to move it aside. An 
air vent is revealed. Save your game 
as washroom. 


Click on the small lever to open the air vent shutter. Take the Crossbow from 
inventory and load it with an Ice-Dart. Aim for the back of the guard’s neck. 
With a steady hand, double-click to release the dart. If you are successful, you 
will see the guard slump over. However, if you fail, you will be caught. If this is 
the case, load the game labeled washroom and try again. 
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The Lower Vault Security Control Room 


Go back down the hall to the glassed in security control room. Press the green 
button to enter. To the right of the unconscious guard are video 
surveillance monitors. On the control panel, you will see several colored 
buttons. Whatever you do, do not click on the round red button. This sets off 
the alarm. 


Click on the yellow buttons to zoom in on the panel. Press the yellow button 
marked DOOR and then press the other yellow button to the left of it. Take 
the Yellow Handled Key to complete the set. 


Leave the office and go to the Lower Vault. It is pertinent that you save your 
game at this point as you only get one try. Save your game as lower vault. 


The Lower Vault 


Click on the compartment on the left to zoom in on the slot. Insert the White 
Security Pass, but do not touch the key inside the panel. You don’t need it. 


STEPS: 


. Insert the Blue Handled Key (in inventory) into the 
blue key slot. 


. Insert the Red Handled Key into the red key slot. 


. Insert the Yellow Handled Key into the yellow key slot 
on the door. 


. Take the Key-Turn device (see page 23 of the game 
manual) from inventory and place it directly over the 
Yellow Handled Key. 


. Click on the Key-Turn device once it is in place. You 
will hear it click up to nine times, and then it will 
begin to "beep." 


. As soon as the device starts to "beep," click on either 
the Red or Blue Handled Key until the slots light up. 
The vault will open. 


If you were not successful at gaining entry to the vault, load the game labeled 
lower vault and follow the steps again. 
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OBJECTIVE 43: 


Replace the targeted items with replicas and activate the tracking devices. 


Hidden Computer Terminal 


Just inside the corridor, to the right and up high, is a switch that opens the barred 
gates up ahead. Click on the switch for a close-up view, and then click on the 
black button. Keep walking forward until you move past the bend in the 
corridor. Stop and turn to your right. You will see a white panel in the wall. Save 
your game as wall computer. 


the 5!/2" floppy diskettes. The computer does not accept one of them. The 
operational diskette will prompt you for a Super-User name. 


You found the Super-User name while you were in the Lanthorn Tower, and you 
photographed the display panel entitled "RECREATION." In ORPHIA’s 
message, you learned that King Alphonso X was a brilliant chess player, which is 
a hint to the Super-User name. 


The Super-User name is: alphonso x 


Use your keyboard to enter the Super-User name as: alphonso[space]x[enter] 


Once the code is entered, you will be presented with 2 options: 


DOORS 
DOORS: 


Select DOORS first. Click on the icon (arrows pointing outward) to open the 
doors barring the regalia vaults. Then click on the arrow in the bottom right to 
return to the main menu. 


LOG: 

Out of curiosity, click on the LOG icon. The details of all the key holders with 
security clearance to open these gates are listed. To the right of each entry is a 
trashcan. Click on any one of the cans to delete the corresponding entry. 
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When you are ready, shut down the computer by backing away from it. 
Continue down the corridor to your left. As you enter the regalia vault area, 
the doors will close, firmly trapping you inside. Do not panic. You have more 
than enough time to complete the most crucial part of your mission. Save your 
game as regalia. 


The Regalia Vaults 


You will find a unit between the first and second vaults. Examine the panel but 
do not touch any of the buttons. The button corresponding to the first vault is 
the one on the far left, and the button corresponding to the fifth vault is on the 
far right. 


Move away from the unit and re-examine the note you found in the Garrouds 
& Garrouds box inside the small closet next to the elevator. The note reads: 


"Access Codes to Holding Boxes 
In Vault = 
The Total Sum of..." 


This is a riddle. The missing word is "Gems," as in rare sparkling stones, not 
including pearls. Now, recall from your original mission briefing which vault 
holds the target items: 


* The Sovereign’s Scepter and the Sovereign’s Orb are the only items in Vault 2. 
* The Imperial State Crown sits alone in Vault 5. 


Using the PDA, access the "Jewels History" feature and count the total number 
of gems in each yault. You will notice that each vault requires a 5-digit code, 
therefore add either | or 2 zeros to the beginning of each total to make it 
5-digits long. 
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The vault codes are as follows: 
VAULT | — Code: 00443 
VAULT 2 — Code: 00795 
VAULT 3 — Code: 00164 
VAULT 4 — Code: 06408 
VAULT 5 — Code: 0290! 

* VAULT 6 — Code: 06118 


* This vault is in another room. 


With the exception of Vaults 2 and 5, you may examine the other vaults but 
DO NOT put these items into inventory. If you do, your mission will not 
end successfully. 


Switching the Regalia — Vaults 2 & 5 


Vault 2: (Code 00795) 


Open Vault 2 and click on the real Sovereign's Scepter and Orb. It will be added 
to the inventory on the left. Replace these items with the replicas from the 
inventory on the right. Click on the Scepter and drag it to the open vault. Do 
the same with the Orb. Close the vault by backing away from it, and then go to 
Vault 5. 


Vault 5: (Code 02901) 


Open Vault 5 and click on the real Imperial State Crown, adding it to the 
inventory on the left. Replace it with the replicas from the inventory on the 
right, by clicking and dragging it into the open vault. Close the vault by backing 
away from it. 


With the authentic regalia tucked safely in inventory, turn and face the doors. 
They are very dark, but right in the center of the doors you will find the 
security panel mounted on a broad upright strut. Move your cursor over this 
area until the cursor changes to a forward pointing arrow. Click on this spot to 
turn on the security panel. Click again, and the unit will scan your palm print. 
The doors will open for you so you may exit. 
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Deactivating the Regalia Vault Security 


After the doors have closed behind you, return to the computer terminal on the 
wall. Insert the operational computer diskette again and enter the Super-User 
name: alphonso x. Click on the LOG option and delete the red alerted entry 
by clicking on the corresponding trashcan. Exit the LOG menu and leave 
the computer. 


If you would like to examine Vault 6, continue down the corridor, past the regalia 
vaults. The corridor ends in a small room. Remember, DO NOT take anything 


from the vault. 
The code is: 06118 


Return to the Lower Vault. The switch that opens the vault door is at the other 
end, high up on your left. You must make your way back to the elevator. Save 
your game as regalia done. 
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OBJECTIVE $44: 


Get yourself and the target items back to Traitors Gate where you will be picked up. 


The Escape — Heading to Traitors Gate 


Once inside the elevator, press the first floor button. When you exit the 
elevator, turn left and go through the door at the far end of the hall. Then turn 
right and go through the door at the bottom of the staircase into the 
small library. 


Click on the book on the shelf to reveal the secret passageway. Go through 
both sets of doors. Don’t worry about bolting the door. 


You will need the Flashlight again. Go down the stairs and through the hole in 
the red brick wall ("R" on the map). Before you head to Traitors Gate and 
rendezvous with the S.E.A.L. team, there are a few things you need to clear up. 
You need to recover the DLUs still hooked up to the Surveillance 
Equipment Boxes. 


Plan of Action: 

|. Using the sewer map, go to "B" to retrieve the first DLU. 

2. From "B," go to "3" and return the security system to normal. 
3. From "3," go to "4" to retrieve the second DLU. 


Action |: Retrieving the First DLU 


An alternative to trudging through the sewers to the Surveillance Equipment 
Box is to surface at the Wakefield Exit (5) and using the secret Easter Egg 
Passage, which takes you to the Devereux Tower. Then you can quickly recover 
the DLU at "B" by using the Devereux Exit. Refer back to page 35 to refresh 
your memory on how to access the secret Easter Egg Passage. 
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When you get there, the DLU is in the Surveillance Equipment Box on the left. 
Click on the DLU unit to remove it. Save your game as get dlu /. 
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Action 2: Returning the Security System to Normal 


After you have recovered the DLU at "B," go back to the Devereux Exit. When 
you surface in the courtyard, go up the stairs into the Tower, and go up the spiral 
staircase. Save your game as got | dlu. 


Before opening the doors to the Inner Control Office, put on your Gas Mask 
(drag it onto the screen from inventory). If you forget, the Isoflurane gas will 
overwhelm you, and you will be caught. 


Insert the White Security Pass into the access panel and enter the code. 


The code is: 0042 


Click on the computer to turn it on. A random CODE will automatically 
be generated. Take the PIN Code Generator (7G-00003) from inventory. 


STEPS: 
|. Enter PIN number 9910 and press ENTER. 


2. Enter the randomly generated CODE that appears on 
the computer screen and press ENTER. This will 
generate a KEY code. 


3. Using your keyboard, enter the KEY code. 


4. Also using your keyboard, enter the Super-User code 
15521618. Press ENTER. 


5. You will be presented with the SYSTEMS and DOOR 
CODES menu. 
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SYSTEMS: 

At the main menu, select SYSTEMS. Go through all 3 systems and activate 
(click on "A") all the systems you previously deactivated. Ensure that none of 
the systems show the "deactivated" banner. Close the computer by clicking on 
the arrow and leave the computer. 


Leave the Inner Control Office, unlocking the door by inserting the White 
Security Pass into the access panel and entering the code. 


The code is: 2400 


While you could restore the Oxygen System to AUTO, it isn’t necessary. This 
will not impact a successful mission. Go down the stairs before you remove 
your Gas Mask. 


Action 3: Retrieving the Second DLU 


Return to the Hospital secret computer room in The Old Hospital Block (4) by 
way of the Devereux Exit (3). Be careful not to wake the sleeping guard. Make 
your way into The Red Room, and then to The Green Room. Insert the White 
Security Pass and recall the door code. 


The code is: 8733 


Take the DLU from the Surveillance Equipment Box on the right. Your mission 
is almost complete. It is finally time to rendezvous with the S.E.A.L. team. Save 
your game as got 2 dlu. 
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THE CONCLUSION 


eturn to the sewer via the Hospital Exit (4). To avoid detection, you must 
travel to the Moat Exit (1) entirely through the sewer system. 


Once you surface at the Moat Exit, continue clockwise around the Tower in the 
water, until you see Traitors Gate. Be careful! There is a guard on the bridge to 
your left. 


Watch carefully as the S.E.A.L. team emerges from the thick fog, and takes you 
back to headquarters. 


Raven, you have successfully completed your mission. You have rescued the 
British Crown Jewels. 


CONGRATULATIONS! 


keke x Xk kk * 


SPECIAL THANHS 


e would like to extend a special thank you to Steve Anderson for 
writing the original walkthrough for TRAITORS GATE. We could 
not have gotten through the game without his detailed maps. 


Steve Anderson is an English writer. He has published a large number of short 
stories and a full anthology of poems. He began playing computer games in 1994 
and currently hosts a computer games Web site called Gamer Grand Central. 
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